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PREFACE 


Preserving  memories  of  one-room  school  house 
experiences  prompted  the  gathering  of  the  materials 
in  this  booklet.  Included  are  games  and  illus- 
trations adapted  from  District  School  Games  by 
Richard  H.  Schmidt  and  related  photographs  don- 
ated by  former  one-room  school  house  students  and 
teachers. 

This  project  was  made  possible  through  a 
grant  from  the  Kansas  Committee  for  the  Humani- 
ties and  a Bethel  College  Senior  Fellowship  directed 
by  the  Mennonite  Library  and  Archives  and  the 
Education  Department  of  Bethel  College,  North  New- 
ton, Kansas.  David  A.  Haury,  Robert  S.  Kreider, 
Lorene  K.  Goering,  and  William  T.  Vandever  supervised 
the  project. 


PHOTOGRAPHS  Page 

1.  Students  in  Classroom;  Buhler,  Kansas  6 

2.  Students  in  Classroom;  Arlington,  Kansas;  9 

from  John  P.  and  Edward  H.  Linscheid 

3.  Students  in  Classroom;  Arlington,  Kansas;  9 

from  John  P.  and  Edward  H.  Linscheid 

4.  Students  and  School;  Goessel,  Kansas;  Good  11 

Hope  School;  from  Harold  Sommerfeld 

5.  Students  on  Teeter-Totter;  Harvey  County,  14 

Kansas;  Candy  School;  from  Esther  Rinner 

6.  Students  by  Swings;  Great  Bend,  Kansas;  14 

District  #7;  from  Avis  Brandt 

7.  Students  Playing  "Run  For  Your  Supper";  18 

Hochfeld  School,  District  #36;  Marion 
County,  Kansas 

8.  Teacher  and  Students  Playing  Basketball;  21 

Goessel,  Kansas;  District  #81;  from 
Wilbert  Reimer 

9.  Students  Playing  Hockey;  Kansas  school;  21 

from  Ruth  Reimer  Wei  ns 

10.  Barefoot  Students;  Elbing,  Kansas;  24 

from  Maria  Regier  Janzen 

11.  Boys  in  Pyramid;  Goessel,  Kansas;  Good  24 

Hope  School;  from  Harold  Sommerfeld 

12.  Girls  on  Merry-Go-Round;  Kansas  school;  29 

South  Union  School;  from  Harold  Sommerfeld 

13.  Boys  on  Slide;  Goessel,  Kansas;  District  #81  29 

from  Wilbert  Reimer 

14.  Students  Playing  in  Snow;  Harvey  County,  31 

Kansas;  Candy  School;  from  Esther  Rinner 

15.  School  house;  Kansas  school;  Grasshopper  back 

School;  from  Harold  Sommerfeld  cover 


CONTENTS 


GAMES 


A.  Indoor  Games  Page 


1. 

Clap  In,  Clap  Out 

7 

2. 

Blind  Man's  Bluff 

8 

3. 

Seven  Up 

8 

4.  Pass  the  Ring  (2  versions) 
Outdoor  Games 

10 

i. 

Portal,  Portal,  Let  Us  Through 

12 

2. 

Drop  the  Handkerchief 

13 

3. 

Kick  the  Can 

15 

4. 

Give  Me  A Wink 

15 

5. 

Ring  Around  the  Rosie 

16-17 

6. 

Andie  Over 

17 

7. 

Run  For  Your  Supper 

18 

8. 

Last  Couple  Out 

19 

9. 

Jacob  and  Rachel 

19 

10. 

Blackman 

20 

11. 

Cat  and  Mouse  (2  versions) 

22 

12. 

Three  Deep 

23 

13. 

Indian  Wrestle 

25 

14. 

Leap  Frog 

26 

15. 

Wi ndmi 1 1 

27 

16. 

Prison  Base 

28 

17. 

Fox  and  Goose  (3  versions) 

30-31 

Poem 

by  John  0.  Schrag 

32 

1)  Students  in  Classroom;  Buhler,  Kansas 
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Clap  In,  Clap  Out 

The  players  are  divided  into  two  groups  of  equal  size. 
One  group  goes  into  the  cloak  room.  Players  in  each 
group  are  assigned  numbers  duplicate  to  the  players  in 
the  other  group.  The  players  know  the  number  of  each 
person  in  his  group  but  not  those  of  the  other  group. 

The  doorkeeper  (leader)  calls  one  person  from  the  cloak 
room  by  number  into  the  classroom  where  the  players  are 
seated  so  that  each  has  room  for  a partner.  As  the 
called-in  player  enters  the  room,  they  all  clap.  The 
called-in  player  sits  down  by  the  person  whom  he  (she) 
guesses  has  the  corresponding  number.  If  seated  correctly, 
he  (she)  remains;  if  incorrectly,  the  group  claps  him 
(her)  out. 
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Blind  Man's  Bluff 


This  game  must  be  played  in  relatively  small 
quarters,  preferably  in  the  cloakroom.  The  "It"  is 
blindfolded  and  has  to  try  and  catch  a player  and 
identify  him  by  name.  If  correctly  identified,  the 
caught  player  is  the  next  "It. 11  If  incorrectly  ident- 
ified, he  is  released.  "It"  may  tickle  his  victim  to 
make  him  talk  or  laugh  for  easier  identification. 

Seven  Up 

Seven  "Its"  stand  at  the  front.  The  rest  of  the 
group  are  in  their  seats  with  their  heads  down,  eyes 
closed,  and  the  thumb  of  one  hand  up.  The  seven  walk 
around  and  each  pushes  down- a raised  thumb.  When 
seven  thumbs  have  been  put  down,  the  game  caller,  one 
of  the  "Its,"  says,  "Heads  up,  seven  up."  Now  the  seven 
must  guess  who  touched  their  thumb.  A player  who 
guesses  correctly  trades  places  with  the  "It"  who 
touched  him.  Then  the  next  cycle  starts. 
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2)  Students  in  Classroom;  Arlington,  Kansas 


3)  Students  in  Classroom;  Arlington,  Kansas 
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Pass  the  Ring 


The  players  form  a close  circle  holding  a string 
with  both  hands.  A ring,  key,  washer  or  any  other  object 
that  can  be  slipped  on  a string  is  used.  The  players 
slip  this  object  from  one  to  the  other.  All  move 
their  hands  back  and  forth  to  make  it  appear  as  if 
they  have  the  object.  "It"  stands  in  the  center  of 
the  circle  and  tries  to  guess  who  has  the  object.  If 
he  guesses  correctly,  the  one  who  is  caught  with  the 
object  is  the  next  "It." 

Pass  the  Ring 

Instead  of  using  a string,  the  players  hold  hands 
as  shown  below.  Hence,  any  small  object,  such  as  a 
piece  of  chalk  or  a pebble,  will  do.  The  players  sit 
so  close  together  that  they  can  hand  the  object  from 
one  to  the  other. 


10 


4)  Recess  was  the  best  part  of  the  day* 
Good  Hope  School ; Goessel , Kansas 
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Portal,  Portal,  Let  Us  Through 


Two  tall  leaders  are  the  gate.  They  stand  facing 
each  other  with  joined  hands  held  high,  thus  forming  a 
gate  (portal).  A long  train  of  players  holding  hands 
come  and  are  stopped  by  the  gate.  The  train  leader  says, 
"Portal,  portal,  let  us  through."  Gate  keepers  ask, 
"Where  through?"  Train  leader,  "Over  the  bridge." 

Gate  keepers,  "It  is  broken."  Train  leaders,  "Have  it 
repaired."  Gate  keepers,  "What  will  you  pay  us?" 

Train  leader,  "The  last  horse  with  the  golden  bridle." 

The  gate  keepers  raise  their  hands  and  let  the  train 
pass  through  until  the  last  player  arrives  whom  they 
cage  between  their  lowered  hands.  He  is  now  asked  in  a 
whisper  to  choose  between  two  fruits  previously 
decided  upon  by  the  gate  keepers.  The  gate  keeper  he 
joins  is  determined  by  whose  fruit  he  chooses. 

After  the  train  is  depleted,  all  players  stand 
behind  their  leader  and  clasp  each  other's  waists,  thus 
forming  a chain.  There  is  a tug  of  war  and  the  side 
that  pulls  the  other  over  a marked  line  wins. 


12 


Drop  the  Handkerchief 


The  children  stand  in  a circle  without  holding 
hands.  The  "It"  walks  around  the  circle  and  drops 
the  hanky  behind  one  of  the  children.  The  one  behind 
whom  the  hanky  was  dropped  picks  it  up  and  runs  to 
catch  "It."  If  he  succeeds,  then  the  "It"  stays  "It" 
and  must  continue  carrying  the  hanky.  If  "It"  manages 
to  get  around  the  circle  to  the  vacant  spot,  then  the 
second  child  is  "It."  If  the  child  doesn't  notice  the 
hanky  behind  him  until  the  first  "It"  has  made  the  circle, 
he  becomes  "It"  and  the  first  "It"  takes  the  place  in 
the  circle.  Part  of  the  fun  is  the  constant  striving 
for  "It"  to  acquire  a place  beside  a favorite  friend. 


13 


S)  Relaxing  at  noon. 

Candy  School ; Harvey  County,  Kansas 


6)  Swings  were  often  made  from  poles  and  ropes 
District  #7;  Great  Bend,  Kansas 
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Kick  the  Can 


The  "It"  puts  his  foot  on  the  can  and  counts  to 
100,  then  shouts,  ’’Ready  or  not,  you'll  now  get  caught!" 
When  "It”  sees  a hidden  player  he  runs  to  the  can, 
steps  on  it  and  counts,  "one,  two,  three"  and  names  the 
player.  If  the  player  beats  "It"  to  the  can,  steps 
on  it  and  shouts,  "Free!,"  then  he  is  free.  Any  player 
who  is  still  free  may  come  and  kick  the  can  as  far 
as  possible.  Then  all  prisoners  are  free  to  run  and 
hide  again. 

This  game  can  also  be  played  with  a stick.  Players 
throw  the  stick  instead  of  kicking  the  can. 

Give  Me  a Wink 

The  "It"  is  at  the  base  and  counts  to  100,  by  which 
time  all  players  are  supposed  to  have  hidden.  A player 
who  is  found  by  "It"  is  considered  caught  and  eliminated. 
But  he  may  shout,  "Give  me  a Wink!. 11  Any  other  player 
may  then  give  the  "wink"  by  a wave  of  the  hand  or  by 
any  other  signal.  If  "It"  sees  the  signal,  he  may  go 
and  try  to  catch  that  player  by  identifying  him.  The 
previously  caught  player  may  try  to  sneak  away  unnoticed 
by  "It."  If  he  succeeds,  he  is  free.  If  "It"  sees  him 
trying  to  get  away,  he  merely  shouts  his  name  and  the 
prisoner  must  return  to  base. 
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Ring  Around  The  Rosie 


This  game  is  said  to  have  a British  historic  setting. 
During  the  great  Bubonic  Plague  of  1664-1665  when  people 
died  like  flies,  it  was  believed  that  the  plague  was 
caused  by  a contaminated  atmosphere.  In  their  attempt 
to  remain  immune,  doctors  wore  masks  with  large  noses 
charged  with  perfume.  People  who  were  becoming  sick 
sat  in  circles  around  rose  bushes  smelling  the  "good" 
air  produced  by  the  flowers.  They  would  also  take  home 
pockets  full  of  rose  petals  for  their  sick  relatives. 

Because  spots  of  blood  under  the  skin  turned  black 
before  death,  the  plague  was  also  known  as  Black  Death. 
This,  no  doubt,  is  why  the  phrase,  "Last  one  down  is  a 
nigger  baby!"  appeared  in  the  game. 

Ring  Around  the  Rosie  is  played  as  follows:  The 

children  walk  around  in  a circle  holding  hands  while 
"It"  recites,  "Ring  around  the  rosie,  pocket  full  of 
posie.  Last  one  down  is  a nigger  baby!"  The  phrase, 
"Last  one  down  is  a nigger  baby"  is  not  always  recited. 
But  when  it  is,  all  have  to  sit  down.  The  last  one  down 
has  to  join  "It"  in  the  center.  When  the  children  within 
the  circle  become  so  many  that  circle  can  no  longer  hold 
hands,  the  next  cycle  is  played. 

For  acceptance  in  contemporary  society,  the  wording 
of  the  game  has  been  changed  to  "Ring  around  the  rosie, 
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pocket  full  of  posie.  One,  two,  three  and  we  all  fall 
down ! " 

Another  version  is,  "Ring  around  the  rosie,  pocket 
full  of  posie.  Ashes  to  ashes  and  we  all  fall  down." 

The  phrase,  "ashes  to  ashes"  is  derived  from  the  custom 
of  having  the  sick  people  inhale  the  smoke  of  burning 
rose  petals. 

Andie  Over 

Two  even  numbered  sides  are  chosen  and  stationed  on 
opposite  sides  of  the  school  house.  The  side  without  the 
ball  calls,  "Andie  Over!"  The  ball  is  thrown  over. 

If  the  ball  is  caught,  the  players  rush  to  the  other  side 
around  both  ends  of  the  school  house  and  the  one  carrying 
the  ball  touches  as  many  players  as  he  can  with  the  ball. 
In  desperation,  he  may  throw  the  ball.  Each  player  pre- 
tends he  is  carrying  the  ball  so  that  the  opposite  team 
members  shall  not  know  whom  to  dodge.  Players  who  get 
caught  become  team  members  of  the  group  which  caught 
them.  After  everyone  from  one  team  is  caught,  a new 
round  begins. 

This  game  is  known  by  a number  of  other  names  also: 
Andie  I Over,  Ante  Over,  Annie  Over,  and  Hand  'em  Over. 
This  illustrates  how  variations  develop  when  information 
is  transferred  by  word  of  mouth. 
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Run  For  Your  Supper 


Players  stand  in  a circle,  boy  and  girl  alternated 
as  much  as  possible.  One  couple  walks  around  the  circle 
and  touches  a pair  of  joined  hands,  then  runs  to  get 
to  the  vacated  spot.  The  touched  couple  runs  in  the 
opposite  direction,  trying  to  get  back  to  their  place. 
The  losers  are  the  next  "It."  The  pair  that  did  the 
touching  is  to  take  the  inside  when  meeting.  This 
meeting  from  opposite  directions  causes  frequent 
collisions  and  much  laughter. 


7)  "Run  for  Your  Supper!" 

Hochfeld  School,  District  #36;  Marion  County,  Kansas 
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Last  Couple  Out 


Couples  stand  in  a straight  line  holding  hands. 

The  "It"  in  front  of  the  line  calls,  "Last  Couple  Out!" 
The  last  couple  runs,  one  on  each  side  of  the  line  and 
tries  to  get  ahead  of  "It"  and  join  hands.  "It"  tries 
to  tag  one  before  hands  are  joined.  The  one  caught  is 
the  next  "It."  The  "It"  can  be  very  selective  in  whom 
he  tries  to  catch  so  he  can  stand  in  line  holding 
hands  with  his  favorite. 


Jacob  and  Rachel 

A circle  is  formed  holding  hands.  Two  players  in 
the  circle  are  blindfolded,  one  is  Jacob,  the  other  is 
Rachel.  Jacob  tries  to  catch  Rachel  and  frequently 
calls,  "Rachel,  where  are  You?"  Rachel  must  immediately 
answer,  "Here  I am,  Jacob."  She  then  darts  to  some 
other  place  trying  to  avoid  getting  caught.  Jacob  may 
call  as  often  as  he  desires  and  Rachel  must  always 
answer. 
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Blackman 


The  "It"  called  the  run  by  reciting,  "Pom,  pom, 
pull  away,  all  the  niggers  run  away!"  All  players  had 
to  run  to  the  other  base.  To  catch  a player,  "It"  ran 
behind  him  and  gave  him  three  pats  on  the  back.  The 
caught  player  then  became  a catcher.  After  all  players 
had  become  catchers,  the  game  was  over.  The  challenge 
was  to  be  the  last  one  to  get  caught. 

Today  the  game  is  called  Pom,  Pom,  Pull  Away  and 
the  run  is  called  by  reciting,  "Pom,  pom,  pull  away, 
if  you  don't  come,  I'll  pull  you  away!" 


Base 


Base 


•it* 

About  100  feet 
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9)  Students  playing  hockey  (shinny)  at  a Kansas  school. 


8)  The  teacher  enjoyed  recess  as  much  as  the  students. 
District  #81;  Goessel , Kansas 
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Cat  and  Mouse 


One  cat  and  three  mice  are  chosen.  The  rest  of  the 
players  stand  in  a circle  holding  hands,  the  mice  inside 
the  circle  and  the  cat  outside.  The  circle  permits  free 
movement  of  the  cat  but  tries  to  restrain  the  mice  from 
getting  through.  However,  the  mice  often  manage  to 
sneak  through  the  line  to  dodge  the  cat.  After  the  cat 
has  caught  all  three  mice  a new  cat  and  mice  are 
chosen  and  the  cycle  is  repeated. 

Cat  and  Mouse 

One  player  inside  the  circle  is  the  mouse  and 
another  player  outside  the  circle  is  the  cat.  The 
cat  tries  to  catch  the  mouse.  The  players  in  the 
circle  help  the  mouse  and  hinder  the  cat  by  raising  or 
lowering  their  arms  to  not  allow  the  cat  to  break 
through  the  circle.  The  game  may  be  varied  by  having 
more  than  one  cat  and  more  than  one  mouse  at  a time. 
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Three  Deep 


A circle  of  even  numbered  players  is  formed  with 
partners  standing  one  behind  the  other.  Two  players 
remain  out  of  the  circle.  Player  A is  "It"  and  tries 
to  catch  player  B.  B runs  and  stands  in  front  of  a 
couple,  forming  a threesome.  The  outer  player  of  the 
threesome  now  becomes  B and  runs  to  avoid  being  tagged. 

A tagged  player  becomes  the  next  A or  catcher.  The 
previous  A takes  a place  of  his  choice  inside  the  circle. 
The  outer  of  the  threesome  now  runs  to  avoid  being 
caught.  This  game  allows  for  partiality  in  partner 
choosi ng. 
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10)  Shoes  were  not  always  required  at  school. 
Elbing,  Kansas 


11)  There  was  always  time  for  friendly  play. 
Good  Hope  School ; Goessel , Kansas 
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Indian  Wrestle 


Two  players  lie  down  on  their  back  with  cross-locked 
arms.  They  make  several  preliminary  up-and-down  swings 
with  legs.  With  the  third  up-swing  the  legs  are  crossed. 
By  a powerful  down-swing  the  strongest,  or  fastest, 
will  roll  his  companion  over  in  a backward  somersault. 
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Leapfrog 


The  players  stand  in  line,  the  first  player  bends 
over  forward  with  elbows  braced  against  his  legs.  The 
second  player  in  line  runs  and  putting  both  hands  on 
the  back  of  player  number  one,  spreads  his  legs  and  leaps 
over  him.  Number  three  leaps  over  numbers  one  and  two 
and  assumes  the  same  position.  When  all  players  have 
been  over,  player  number  one  rises  and  leaps  over  all 
others.  This  continues  as  long  as  desired. 
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Wi ndmi 1 1 


The  players  are  paired  up  facing  each  other  and 
holding  both  hands.  By  lifting  the  hands  on  one  side 
and  spinning  their  bodies  in  the  opposite  direction, 
they  face  out,  then  in,  as  the  "windmill"  keeping  hands 
firmly  clasped.  The  players  rapidly  get  dizzy  and 
the  challenge  is  to  see  which  couple  can  stay  on  their 
feet  the  longest.  The  game  becomes  complicated  if  the 
paired  players  are  not  matched  in  size. 
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Prison  Base 


The  prison  for  this  game  was  often  a tree  stump. 
Several  players  are  chosen  as  "Its"  (catchers).  All 
players  are  safe  while  on  base.  A "tough"  player  leaves 
the  base  and  challenges  the  catchers  to  tag  him.  If 
tagged,  he  goes  to  prison.  The  other  players  then  try 
to  get  the  prisoner  free  by  grasping  his  hand  without 
getting  tagged.  When  all  players  have  become  prisoners, 
the  game  is  over. 


Maple  tree  stump 


Catchers 


\ 

o 


About  100  feet 
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12)  Some  schools  were  fortunate  enough  to  have 
merry-go-rounds.  South  Union  School;  Kansas 


13)  Room  could  always  be  found  for  one  more  person 
on  the  slide.  District  #81;  Goessel , Kansas 
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Fox  and  Goose 


The  center  base  is  only  three  feet  in  diameter. 

At  the  start  of  the  game,  the  fox  is  in  the  center. 
After  he  is  out  and  runs  after  the  geese,  the  center  is 
the  "safe  base"  for  geese  to  find  refuge.  Geese  may 
take  only  temporary  refuge  in  the  base  which  has  room 
for  only  four  players  at  a time.  No  prolonged  stay  in 
the  base  is  permitted.  A goose  that  is  tagged  is  out 
of  the  game. 


Fox  and  Goose 

These  rules  are  similar  to  the  version  above  except 
that  the  center  is  four  and  one  half  feet  in  diameter  and 
can  hold  more  geese.  The  tagged  player  is  the  next  fox. 
Consequently  all  players  remain  actively  running  around 
and  no  one  needs  to  stand  aside  in  the  cold. 
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Fox  and  Goose 


The  fox  may  run  only  on  the  paths  laid  out  in  the 
snow.  If  he  manages  to  break  through  the  chain  of 
players  trying  to  protect  the  goose,  he  is  able  to 
catch  the  goose. 

After  the  game  is  over,  all  lie  down  on  their  backs 
in  the  snow  and  make  angel  prints  by  swinging  their 
arms  and  legs  back  and  forth. 


14)  Snow  added  variety  to  the  outdoor  activities. 
Candy  School ; Harvey  County,  Kansas 
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Gray,  weather-worn,  tattered  chalk  eraser,  half  forgotten 
Lies  buried  among  thistles  near  the  old  stone  wall, 

Deserted,  but  for  the  warmth  of  the  noon-day  sun 
And  caressed  by  the  south  breezes  cupping  the  tender  new 
Spring  grass. 

Near  by  lies  the  broken  handle  of  the  old  school  bell. 

Once  it  brought  in  a thundering  herd 

Rushing  in  from  the  playground,  Fox  and  Goose  and  Blackman 
Past  the  watering  hole  and  the  rusty  iron  flag  pole 
Over  creeky,  worn,  pine  steps  into  stuffed  pupil  desks. 

There  were  pencil  boxes,  crumbled  sheets  of  paper,  ink  wells, 
on  the  surface  was  carved,  "Bob  loves  Sue"  and  some  valentine 
hearts 

Hung  on  the  walls  were  maps,  a 7 Day  clock,  pictures  of  George 
and  honest  Abe. 

Written  facts  held  tightly  in  books  gradually  soaked  into 
young  mi nds 

Hands  busied  themselves  with  the  Palmer  method  of  ovals  and 
1 i nes 

Days  full  of  pain,  struggles,  joys  and  learning. 

The  eraser  was  always  in  place 

Ready  to  freshen  the  finely  cracked  board 

To  remove  yesterdays  marks  and  today's  assignments 

Or  to  be  tossed  across  the  room  in  pure  self  defense. 

The  wall  clock  has  stopped  but  time  continued  to  pass 
Erased  are  the  strains  of  "Old  Black  Joe"  and  "My  Old 
Kentucky  Home" 

Quiet  now  the  stern  voice  of  the  taskmaster  and  chorus  of 
reci tat ions 

The  spelling  bees,  the  box  suppers,  and  the  arithmetic  matches 
And  the  aroma  of  the  well  filled  syrup  buckets. 

Laughter  and  tears  of  one's  peers  have  been  wiped  out. 

Even  the  world  globe  has  stopped  turning. 

The  south  wind  continues,  the  rain  soaks  the  fields 
Winter  gives  way  to  Spring,  Summer  to  Fall 
Grasses  hide  what  was  once  a dream. 

I toss  the  eraser  into  the  ditch 
And  walk  on. 

J.O.  Schrag 
Feb.  20,  1984 


